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PLEASE CAREFULLY READ THE SEPARATE HEALTH AND 
SAFETY PRECAUTIONS BOOKLET INCLUDED WITH THIS 
PRODUCT BEFORE USING YOUR NINTENDO HARDWARE 
SYSTEM, GAME DISC OR ACCESSORY. THIS BOOKLET 
CONTAINS IMPORTANT HEALTH AND SAFETY INFORMATION. 


IMPORTANT SAFETY INFORMATION: READ THE FOLLOWING 
WARNINGS BEFORE YOU OR YOUR CHILD PLAY VIDEO GAMES 


AWARNING-Seizures | 

- Some people (about 1 in 4000) may have seizures or blackouts triggered by 
tight flashes or patterns, such as while watching TV or playing video games, 
even if they have never had a seizure before. 

* Anyone who has had a seizure, toss of awareness, or other symptom linked 
to an eplieptic condition should consult a doctor before playing a video game 

* Parents should watch when their children play video games. Stop playing 
and consult a doctor if you or your child have any of the following symptoms: 

Convulsions Eye or muscle twitching LOSS Of awareness 

Altered vlsEon Involuntary movements Disorientation 

To reduce the likelihood of a seizure when playing video games: 

1 Sit or stand as far from the screen as possible. 

2, Play video games on the smallest available television screen 

3, Do not play if you are tired or need sleep. 

4, Play in a well-tit room. 

5, Take a 10 to 15 minute break every hour. 


AWARNING - Repetitive Motion Injuries and Eyestrain 

Playing video games can make your muscles, joints, skin or eyes hurt after a 
few hours. Follow these instructions to avoid problems such as tendinitis, carpal 
tunnel syndrome, skin irritation or eyestrain: 

* Avoid excessive play It is recommended That parents monitor their children for 
appropriate play 

* Take a 10 to 15 minute break every hour, even if you don't think you need it. 

* If your hands, wrists f arms or eyes become tired or sore while playing, stop and 
rest them for several hours before playing again. 

If you continue to have sore hands, wrists, arms or eyes during or after play, stop 
playing and see a doctor. 


A WARNING - Electric Shock 

To avoid electric shock when you use this system: 

* Do not use the Nintendo GameCube during a lightning storm. There may be a 
risk of electric shock from lightning. 

* Use only the AC adapter that comes with your system. 

* Do not use the AC adapter it it has damaged, split or broken cords or wires 

* Make sure that the AC adapter cord is fully inserted into the wall outlet or 
extension cord. 

* Always carefully disconnect all plugs by pulling on the plug and not on the cord. 
Make sure the Nintendo GameCube power switch is turned OFF before removing 
the AC adapter cord from an outlet. 


ACAUTION - Motion Sickness 

Playing video games can cause motion sickness. If you or your child feel dizzy or 
nauseous when playing video games with this system, stop playing and rest. Do 
not drive or engage in other demanding activity until you feel better. 


ACAUTION - Laser Device 


The Nintendo GameCube is a Class I laser product. Do not attempt to 
disassemble the Nintendo GameCube. Refer servicing to qualified personnel only 

Caution - Use of controls or adjustments or procedures other than those specified 
herein may result in hazardous radiation exposure, 


CONTROLLER NEUTRAL POSITION RESET 

If the L or R Buttons are pressed or the Control Stick or C Stick are moved out of 
neutral position when the power is turned ON. those positions will be set as the 
neutral position, causing incorrect game control during game play. 


To reset the controller, release ail buttons 
and sticks to allow them to return to the 
correct neutral position, then hold down the 
X. Y and START/PAUSE Buttons 
simultaneously for 3 seconds, 


L Button R Button 
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The official seal is your assurance 
that this product is licensed or 
in a n it fa ctu red by Nintendo. Al zv a ys 
look for this seal when buying video 
game systems, accessories , games 
and related products. 



Nintendo daes noi lieersac the aaiu or usu of products wiUinuuhu Gflctnl NmUHidn SmI. 



THIS GAME SUPPORTS 

GAME PLAY WITH ONE 

PLAYER AND CONTROLLER. 
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Memciy 


Cord 


THIS GAME REQUIRES A 
MEMORY CARO FOR SAVING 
GAME PROGRESS, SETTINGS 
OR STATISTICS. 
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Copying of any video jam# for any Nintendo system fa itiegal and fa stiittly prohibited by domestic and 
international mtiihdual property laws. "Badc-up* or 'ordivaf* capias ore not authotiie d and ore eat 
necessary to protect yovr software. Violators will be prosecuted. 

Hfct'j video pome is not designed far vie with my unavthorited copying devhe or any unlicensed accessory. 

Use of my rafA device wifi invalidate yaw Nintendo product warranty. Nintendo (ond/or any Nintendo licensee 
pr difiiihvtorf fa iwl responsible foe any damage or (ass raw** ^ by the use of any satA device, 
tfase at such device causes yam g nme re stop operating, diuoaned lA# device roreMy to avoid damage 
and retime normal game play. tf your game ceases to operate and you have no device attached to it, 
please contact the gome publisher's 'lorhnkal Support" or "Customer Servin' department. 

The contents of rAfa mike da not interfere with yaw statutory rigffa. 

This booklet and other printed materials accompanying this gome ore protected by domestic and international 
intellectual property laws. 
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CONTROL SCHEME 


1 Burton - 
Grenade 


L Button * 

Aim Down Sight 


Control Stick = 

Move 

^Control Pad 

^ s Nexl Weapon 

4' 1 = Mission 
Objectives 
4- = Lean Left 
= Lean Right 


INTRODUCTION 

Ho Mission ho Difficult 
Wo Sacrifice ho Great 
Duty First 

— 1st Infantry Division motto 

The First Expeditionary Division was officially organized on June 8,1917, and ihe 
initial units sailed to Europe the following week. On July fith, the unit wos officially 
designated os the 1st Infantry Division, On the morning of October 23, ihe first 
American shells were launched in World War I. Two days later, the first American 
casualties of the war were suffered. Both were from the 1st. 

Nicknamed the "Big Red One" far its distinctive patch prominently warn on ihe left 
shoulder, the Fighting First was the flrsl American unit deployed to ihe Western Front 
in World War El. They were Ihe first 1o liberate a European town, and the first to take 
a German city. 



A Button - 

Act ivate/Re load 

B Button - 

Melee 


C Stick Look 



They faced off ogoinst Rommel's Afrika Karps, atlacked Mussolini's Italian Corps armies, 
repelled the Hermann Goring Panzer Division and stormed Hitler's Fortress Europe, They 
were ordinary soldiers asked to overcome extraordinary challenges. They ore the Big 
Red One. 

Jn Coll of Duty 2 : Big Rod One, you will fight side by side with your squad as history 
comes alive. Following the Fighting First into Africa, Sicily and Normondy, you'll need 
your buddies around you, and they'll need you. That's what war is about, and it's what 
Call of Duty 2: Big Red One is all about. 

In wpr, no one fights alone. 

PROFILE MANAGER 

After starting Call of Duty 2: Big Red One , you'll see the Profile Manager screen. 

If this is your first time playing, create a new profile by selecting on empty sloi with 
the directional buttons and pressing the A Button. Use the +Control Pad to move the 
cursor and press the A Button to selecl your profile name. When finished, select the 
door icon on the lower right of the screen, 

MAIN MENU 


SINGLE PLAVER 

As members of the Big Red One, you and your squad will lake part in many of the 
battles that changed the fate of the world. Take the fighl to the Vichy French, Italian 
and German armies on land, sea and in the air! 










options 

In the options menu, you con customize your game settings. 

GAME P LAi 

* Subtitles—When this Is On, subtitle text wilt appear for oil cinematic voiceovers, 

* Crosshair—Turn Off your crosshair for a greater challenge, 

* Friendly lags —Select On to view the name and rank of your allies when you 
target them, 

* Alternate Tank Control—With this On, the tank will move in the direction the 
Control Stick is moved. With this Off, the Control Stick controls the direction the 
chassis is facing, and moving up or down actually moves the tank, 

* Enable ADS Toggle—With this On, pressing the button once enables ADS, 
which can then be disabled by a second press of the i Button. 

NINTENDO GaMECUBE controller 

■ Invert Aim—When set to On, moving the C Stick up makes your character look 
down, and vice versa. 

* Rumble—Turn the Controller Rumble Off or On. 

* Horizontal Sensitivity—Adjust yam left ond right look sensitivity. 

* Vertical Sensitivity—Adjust your up and down look sensitivity. 

* Configuration—Choose between four preconfigured controller settings. 

SOUND 

* Volume—Adjust the slider to change the volume, 

BONUS MATERIALS 

All unlocked rewards can be found in this menu. Rewards are unlocked as missions 
are completed. 


PLAYING THE GAME 


"'Once more the Big Bed One was to carry the heavy end of our stick" 
— Lieutenant General Omor Bradley, commander of the U.S. First Army 


In (all of Duty 2: Big Red One, you play as an untested Private in the Big Red One. 
Thrown inlo combnt fir the first lime, you'll leorn to rely on your squad to survive. 

The success of your squad and the completion of your mission depend on how well 
you move, haw well you shoot and, perhaps most importantly, how well you keep 
your wits about you. 

Each mission starts with a briefing from your commanding officer, explaining the current 
situation and mission goals. Listen carefully—this information may save your life. 


SUIJAI) MEMBERS 


Sgt. Gfenn "Hawk" Hawkms—Bom and raised 
in Duluth, Minnesota, Sgt. Hawkins supported his 
mother and Iwo sisters through high school after their 
father headed off to work one morning and never 
returned. He hos a stoic demeanor and is known os a 
man of few words. Sgt. Hawkins does have a dry wil 
that occasionally surfaces, helping him bond with his 
men. At age 31, he r s very strong from years of manual 
labor in the steel mills. 



Pvt* Alvin "Brooklyn" Bloomfield-Despite his 
nickname, Pvt. Bloomfield, 22 years old, was horn and 
raised in the Bronx, He was the youngest of a large 
Jewish family where his mother kept the house while 
his father ran a small neighborhood market. A huge 
baseball fan, Pvt. Bloomfield would skip school 
whenever possible to watch his idol Joe DiMaggio play 
ball. He freely admits he"ain’t got the smarts"' and says 
he enlisled so he wouldn’t hove to go to college. He 
originally wanted to join the Air Force but was loo shorl. 



Pvt* Stephen Kef I y—Originally from Bridgeport, 
Connecticut, Pvt. Kelly led an affluent life os ihe only 
child of a highly respected surgeon. Graduating at the top 
of his class, he went on to study English ond French 
literature at Yale University before being drafted after his 




second year at school. Ever since he was o kid, Pvt. Kelly loved to read, and has 
diligently kept a detailed journal of his thoughts. A thin 20-year-old kid with a pole 
complexion ond red hair, Pvl. Kelly is in relatively good 
shape and wears glasses. 

Pvt. Victor "Vic" Dentey—Dealey spent his 
formative years in the small town of Jeon, Texas, 
t papula I ion 300] where his father was a mechanic who 
ran the local filling station. He attended high school 
nearby in Wichita Falls, and while he never mode 
much of a mark with his grades, he made one hell of 
a linebacker for the state-ranked Bulldogs, He enlisted 
the first doy he could with the full intention of bearin' 
off Hitler's mustache ond shovin’ it up his..." Despite his enthusiasm, he’s also o 
notoriously bad shot—it once took him an entire dip to hit a practice target that 
was only 45 feet away At age 25, Pvt, Denley has tree trunk legs and a thick torso 
to match, 

U. Norman Delaney—Originally from Chicago, Lt. 

Delaney was a barn leader. His father, a decorated WWI 
lieutenant, encouraged his son to lake on the challenge 
of West Point's demanding curriculum. He quickly 
excelled there, ond become obsessed with the tactics of 
war. One thing that sets Lt. Delaney apart is his ability 
to somehow remember the names and stories of every 
single grunt under his command. This personal touch 
engenders confidence in his men. 

Pvt John Jackson "Schmitty" Smith —Born and 
raised just outside of Cleveland, Pvt. Smith was always 
good with his hands. His father worked in a bank and 
his mother was an elementary school teacher, but Smith 
was never happy unless he was fixing a piece of 
machinery. Long before ihe wor in Europe, Pvt, Smith 
was stationed as a mechanic in an Artillery Division 
where he fixed guns and vehicles for several years. 

However, the 1st Infantry needed replacements, and he suddenly found himself 
heading to battle without a single day of combat Iraining. Pvt. Smilh was in pretty 
good shape at age 28 when Ihe war started, bul his time behind the scenes fixing 
busted up machinery has left him a bit doughy 





SAVING & LOADING 

To save a game, you'll need at leost 2 blocks of free space available on your 
Nintendo Game Cube Memory Card. To check your free memory and/ar delete 
existing games, use the Memory Card screen. 

Temporary checkpoints are available throughout each mission as you progress, A 
message appears when these automatic checkpoints are reached. 

If you die, you can restart 
at the last checkpoint 
passed. Once a mission 
has been completed, it 
unlocks on ihe Single 
Player Chapter Select 
screen. If you quit during 
a mission, you'll restart at 
the beginning of that 
mission the next time you 
play. Each profile has its 
progress saved separately 

Difficulty Level—Choose between Easy Normal or Hard difficulties when starting 
o new gome. 



IN-GAME DISPLAY 
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Compass—The compass is useful for navigating your surroundings and getting your 
bearings. Your current objective is displayed as a star, which gets closer to the center 
of the compass as you approach it. The small green arrows indicate your allies and the 
direction they're facing. The small red dots show the locations of nearby enemies, 
though only when they moke their presence known. 

Stance Indicator—The icon displays the figure as standing, crouching or prone 
depending on the stance selected. 

Action Text and Icon—Whenever you're standing near an item that can be 
picked up or used, this icon appears along with a description of your possible actions. 
This includes picking up health or weapons, operating a stationary gun or getting 
into a vehicle. 

Health Bar—This bar indicates your current health status. The bar reduces in size 
as you lose health. Once the bar is empty, you're officially killed in action. Throughout 
your journey youll encounter various types of health kits. Walk over a health kit or 
gat near it and press the A Button to pick it up for a quick boost of health. 

Ammunition Counter—The box above the health bor is your ammunition counter. 
The first number indicates the number of rounds in your current weapon's dip. The 
second number indicates the total number of available bullets for the current weapon. 
The number of remaining grenades is shown above the ammunition counter. 

Crosshair—Use your crosshair to aim your weapon. When you run or walk, the 
crosshair widens, indicating the lock of accuracy that comes from attempting to aim 
while moving. The wider the crosshair, the less accurate yaur shols will be. When you 
slap moving, you nulamaltcally steady your weapon and the crosshair narrows. It's 
often wisest to fire when completely stopped to ensure accurate shots. Crouching or 
lying prone olso keeps the crosshair focused, and it's advisable to use these positions 
whenever possible. 

Damage Intfrcntor—Anytime you take damage, a red marker appears around the 
center of the screen, indicating ihe direclion from which you're heing attacked. 

Mission Objectives—Throughout your campaign, mission objectives change 
dramatically depending on the situation. Press 4* on the ^Control Pad to show 
your mission objectives ond gel a status on each one. Incomplete or in-progress 
mission objectives appear in green text. Completed mission objectives appear in 
grayed-ou! text. 


MOVEMENT 

Walking and Running—Though walking is slower than running, walking allows you 
to shoot more accurately (your crosshair doesn't widen as much as when running). 
Move the Control Stick slightly to walk, or move it oil the way to run. 

looking/Turnmg Around—Move the C Stick to look around without moving. 

Keep in mind that you can adjust your horizontal ond vertical sensitivity from the 
Controls screen found in the Options menu. 

Crouching and Going Prone—As soon os you enter yaur first battle, you'll find 
that a soldier who stands around often winds up dead. A shrewd player makes use of 
both the crouch and prone stance positions in the thick of bottle to keep cover, avoid 
enemy fire and move without exposing himself to danger. Use the X Button to enter 
crouched or prone stance. Keep in mind while crouched or prone, you'll be harder to 
hit, but won't move as fast as when standing. Additionally, when prone, youll crawl 
an your belly at o very slow pace and won't be able to fire at all while moving. 

Jumping—Press the Y Button while standing to perform a jump. Use this maneuver 
to navigate the terrain or reach areas that would otherwise be inaccessible. 

WEAPON CONTROLS 

Firing Your Weapon—To fire your currently selected weapon, press the R Button. 
Some weapons ore fully automatic (they continue to fire as long as you hold the 
R Button) and some are semi-automatic or have single-shot capabilities (each press 
of the R Button produces a shot). In general, it's best to fire the automatic weapons 
in short bursts to increase your accuracy. 

Ammo and Reloading—If a weapon runs out of ammo, you'll automatically 
reload. You con perform a manual reload ot any time by pressing the A Button, 
as long as you have extra ammo for that weapon. You won't lose the bullets In a 
partially full dip when you reload, so it's often safest to have a fully loaded clip at 
oil times If you're running low on ammo, pick up extra ammo from a fallen 
comrade's weapon of the same type by walking over it. You can olso use weapons 
from fallen enemy troops. 

Aiming Down the Sight (ADS)—To oim down the sight, press the L Button, This 
brings the weapon up from your hip to yaur face so you can look dawn the sight {or 
look through the scope in the case of scoped rifles). Arming down the sight gives you 
a slight zoom effect, enabling you to be significantly more accurate. However, when 
aiming down the sight, you move slower than normal ADS con be performed on 
many mounted MGs and other turrets. 



Leaning—To lean, 
pm or on 
the ^Control Pod. The 
ability to lean around 
earners and obstacles 
is essentia] to your 
survival. Leaning 
minimizes your 
exposure in potentially 
dangerous situations 
and allows you to look 
into rooms, around 

corners and otherwise peek from behind cover to survey the situation. You can also 
fire while leaning, though you can still be seen and fired upon. 

Throwing Grenades—Toss a grenade by pressing the Z Button. Be careful of the 
large blast radius; you can easily hurt nearby allies or yourself. Grenades ore highly 
effective at scattering groups of enemy troops or forcing them to abandon their 
cover. You con fJ took' r the grenade by pressing and holding the Z Button for o few 
seconds before releasing it. This allows you to time the explosion so the enemy won't 
be able to escape or throw the grenade back. M2 fragmentation grenades hove a 
slightly unpredictable fuse that lasts roughly four seconds, so be sure you've tossed it 
before then! 

Melee Attack—Sometimes the proximity of your enemies makes it difficult to aim 
your weapon and defend yourself properly. For these close-quarter situations, you 
hove a melee attack that allows you to strike the enemy at dose range with the butt 
end of your weapon. Press the B Button for o melee attack. 



Swapping 
Weapons—You can 
usually only carry two 
weapons at o time {not 
including grenades). If 
you see a weapon you 
want to pick up, walk 
over to it until you see 
the weapon pick up 
icon, then press the 



A Button to pick the item up. If you already have two weapons in your inventory, 
youll be swapping your current weapon far the new one. 

Switching Weapons—You can quickly switch between your weapons by pressing 
t 1 an the +Control Pad. 

Deploying Machine Guns—Throughout the game youll come across machine 
guns with bipods. Although these weapons are bard to shoot while moving, you con 
deploy the bipod, which greatly increases their accuracy but prevents you from 
moving. To deploy the bipod, get down to the prone position and press the L Button. 
Pressing the L Button again relracts the bipod and allows you to move normally. 

Stationary Weapons—To use a stationary weapon (such as an MG42), move up to 
the weapon until you see the stationary weapon icon. Press the A Button la mount the 
weapon and fire with the R Button. Press the A Button again to dismount from the 
weapon. Many weapons will eventually overheat after lenglhy firing periods. Be sure 
to lay off the trigger la allow Ihe barrel to cool down. 

Commanding a Tank —The use of armor in combat can often turn the tide of battle. 
Without tank support, infantry is completely vulnerable to enemy fire. While in a tank, 
press the R Button for the main cannon, and press the Z Button for the coaxial 
machine gun. Use the C Slick to rotate the turret and use the Control Stick to move the 
lank itself. Press the L Buflon to toggle your view to inside the tank. 

HELPFUL TIPS 

Nobody Makes It Alone—Success in Call oiButy 2: Big Bed One relies on a 
well-coordinated and cooperative squad. Your squadmates help fight the enemy by 
providing cover fire end assisting to eliminate threats. Above all, listen to your squad 
leader! Do exaclly who I he soys, and you'll stay dive. 

Know When to Be the Hero—Ihe soldier who runs into the Ihick of battle wilh 
guns ablaze often winds up dead. Although youll frequently be called upon to moke 
split-second decisions, □ levelheaded and patient warrior is the one who returns home 
to his family. Remember that a deadly threat could be lurking around any corner, 
wall, window or rock. Stay alert, move deliberately and don't try anything stupid. 

Use Cover—Every battle environment you encounter will have a range of available 
locations to keep out of sight ond out of the path of incoming bullets. Crouch and 
crawl behind solid cover as much as possible—you never know when new threats will 
spot you, and you con be sure Gerry won't hesitate to shoet you down in your trocki 




Stay Mobile—Think you found n good spot for cover? That may change in o matter 
of seconds. Although pausing to regroup, assess threats, reload weapons or replenish 
health is always necessary, don't stay in one location for too bng. You never know 
when the enemy may discover you and compromise what you thought was a safe 
location. If you hear artillery or mortar fire in the distance, stay mobile. You may not 
survive if a stroy shell lands near you. 

Be Thorough—Clear buildings and combai areas with a meticulous and thorough 
search. Enemies may lie in silence, waiting for you or your squad to get careless. Be 
prepared to expect just about anything behind every door. 

Reloading—Always reload your weapon after a firefight so you can be as prepared 
as possible for the next engagemenh Another enemy could be just around the corner, 
and entering a conflict with low ammunition could cost you your life. 

Leaning—When progressing through combai areas, use your Leaning ability to peer 
around walls, doors, windows and other obstacles. You'll be harder to see and harder 
to shoot should enemies be on the other side. You can also lean around obstacles to 
fire on the enemy, getting the jump on your targets and suppressing threats as quickly 
and safely as possible. 

Stance—Be mindful of your stance ut all limes. Soldiers that walk tall an the 
battlefield often find themselves coming home in a hex. Crouching or lying prone 
keeps your profile low, making you harder to see, and more importantly, harder 
to shoot. 

Grenades—Using grenades to soften up enemy positions will often be the difference 
between success and failure. Although you have on extremely limited supply ot the 
onset of a mission, enemy grenades can sometimes be found in the battlefield. 


This gome is dedicated to 
the member of I he Big Red 
One and their families. 
We will never forget 
your courage, dedication 
and sacrifice. 
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Director of Technology 
John Bajarquez 
Programming 
John Allensworlh 
Michael Montaguy 
Gaurav Shellikeri 


Ryan Duff in 

Additional Design— 
Scripting 
Hick Mobile hack 
Additional Engineering 

John Allensworth 
John Bojorquez 
Beth Cutler 
Florent Gluck 
Mo reus Goodey 
Pat Griffilh 
Joey Headen 
Richard Mitt an 
Michael Montague 
Gaurav Shellikeri 
DEmiter "malkio" Slanev 
Kmssimir Tousvsky 
Martin lurton 



HIGH VOLTAGE 
SOFTWARE, INC 

Producer 
Ryan Snyder 
Programmers 
Altair Lane 
Pradyul Panda 
Bay Scnibtpanyo 
Additional Programming 
Brent French 
Peter Lewis 
Michael Wilford 
Additional Art 
Roosevelt Pittman 
CEO/F Bunder 
Kerry J, Ganofsky 
President/Executive 
Producer 
JohnW. Kopecky 


VP of Creative Content 
Eric Nofsinger 
Chief Technology Officer 
Brett Bourbin 
IT Director 
Raymond E. Bailey 
Office Manager/Human 
Resources 
Moggie Boblen 
IT Specialist 
Mark McNeil 

ACTIVISION 

Producer 
Sam Nourioni 
Associate Producer 

Bryan Poland 13x" Jury 

Production Coordinators 

Peter Murovez 
Patrick J Kewk" Bowman 
Matthew Beal 
Jeremy Monroe 
Executive Producer 

Thaine Lyman 
Sr. Online Manager 
David Vender hoar 
VP, Technology 
Sieve Pearce 

VP, North 
American Studios 

Mark Lamia 

voice and mm 
mm 

Voice Direction/ 
Dialogue Engineering 

Keith Atom 
Voice Talent 
Michael Cudlilz 
Frank John Hughes 
James Madia 
Ross McCall 
Rene Moreno 
Richard Speight Jr. 

Mark Kamil'l 
Molt Prescott Morion 
Stoll MenvElle 
Josh Gomez 
Bryce Johnson 
David Rees Snell 
Yuri Lowenlhol 
Jomieson Price 


James Patrick Stuort 
Noland North 
Phil Praetor 
Rick Gomez 
FredTatasciore 
Ed Cunningham 
Recording Facilities 
PCfl Productions 

Motion Capture Facilities 
Giant Studios, Motion 
Analysis 

Casting L Signatory 
Services 
Digital Synapse 

music 

Composed & Produced by 
Graeme Revel I 
Arrangements £ 
Programming 
Baris Elkis 
Orchestrations 
Urn Simonec 
Music Preparation 
Gregg Nestor 
Dominik Hauser 
Music Editing 
Ashley Revel I 
Recorded in 

Bratislava, Slovak Republic 

Orchestra Manager 
Marian Turner 
Conducted by 
Allan Wilson 
Recarding Engineer 
Peter Fuchs 

Sessions Coordinated by 

Paul Tnlkmgton 

Mixed in Los Angeles by 
Mark Curry 
Sperinl Thanks 

Mark Ganus 


MILITARY ADVISORS 
Captain John Hillen, 

US Army Relired 
Lieutenant Colonel Hank 
Keirsey, US Army Retired 


GLOBAL BRAliD 
MANAGEMENT 


Brand Manager 

Richard Brest 


Associate Brand Managers 
Tim Henry 
Ryan Wener 
Director, Global 
Brand Management 
Kim Salier 
VP, Global 
Brand Management 
Dusty Welch 


PUBLIC RELATIONS 

Manager, Corpora re 
Communications 
Mike Mania rro 


Publicist 

Maclean Marshall 


Senior Publicist 

John Rafacz 

Junior Publicist 

Megan Korns 

CENTRAL lOCMtmOM 

Localization 
Project Manager 

Brelan Duff 

localization Consultant 
Stephanie O'Malley Deming 
Senior Localization 
Project Manager 
Mark Null 
Senior 

Localization Manager 

Tamsin Lucas 

localization Tools & Support 
Provided by 
Xloc Inc. 


QUALM ASSURANCE/ 
CUSTOMER SUPPORT 


Senior Project Lead 
Thom Denick 
OA Senior Manager 
Marilena Rixfard 
Lead, Night Shift 
Leviticus Davis 
Sr Project Load, Night Shift 
Paul Colbert 
Manager, Night Shift 
Adam Hartsfield 
Lend, Third Shift 
Miles Leslie 

Sr Project Lead, Third Shift 

Paul Williams 


Manager, Third Shift 
Jason Levine 
Database Managers 
Charles Hunter 
Jason Gilmore 
William Whaley 
Floor Leads 
kott Salle ro 
Hang Lieu 
Chris Osberg 
Floor Leads, Night Shift 
Michael Clarke 
Guy Selga, jr 
Floor Lead, Third Shift 
Alex Artakovich 
Console Coordinators 
Joel Martial 
Jabari Mwinyi 
Prom met Srinoro 
Alda Sarellano 
Mike Vega 
Testers 

An pi Rueda flares, Danny 
Fox, Nicholas Chavez, Paul 
Lucky, Brian Kim, Michael 
Ashton, Chris Staples, Davis 
Shikiya, Jason Burton, Victor 
Metelev, Daniel Ramirez, 
Adam McFodden, Ray Scott, 
Taurean (Kerri} Howard, 
Raymond Martinez, Brian 
Aurness, John While, Rafael 
Enriquez, Kobte Cabral, 
Ronen Prince, Miles 
Jennings, Dave Norslad. 
Frank Valenzuela, Brandon 
Willis, Padra Rodriguez, Wes 
Stratton, Tai Olaku. Jason 
Niec, Dave Nguyen, Miguel 
Palmerin, Emir Davis, 
Nathan Kieke, Anderson Lin, 
Jay Mm«, Wyatr 
Hewnan, Travis Woodside, 
John Dwiers, Marvin 
Jackson, Alexander Mefia, 
Ed Miyashiro, Joseph Saenz, 
Jorge Vdladares, Dale Rapp, 


Wo hammed Aboulwolo, Raul 
Morales, Taurean Jones, Jose 
Gamboa, Angela Hood, Man 
Christy, juslin Carr, Steven 
Janes, Rohort Riter, David 
Esrarcegu, Todd Moegerle, 
Malthew Van Ernest, Derek 
Veldkamp, Vincent Earl, Philip 
Lui, Marla Reyes, Ryan 
Arroyo, Keith Pcyon,Gstar 
Novnrrel, Jr. 

Activision/Game In sit ltd 
Liaisons 
Lee (heromie 
Alex Ortiz 

Senior QA Network 
Test Lead 

Chris Keim 

QA Network Test Lead 

Francis Jimenez 

QA Multiplayer Specialist 
Group Lena 
Kirk McNesby 
QA Multiplayer Specialist 
Group Testers 
Jessie Janes, Nicholas 
Borunda, Chris Freire, Warren 
Patten, Eric T. Seers, Matthew 
Fewtrell, Ken Prush 

Project Lead, Technical 
Requirements Group 
Aaron Co mocha 
Senior Lend, Technical 
Requirements Group 

Sion Rodriguez y Gibson 

Senior Testers, Technical 
Requirements Group 
Robert Lara 
More Villanueva 
Kyle Carey 
Soson helmi 
Testers, Technical 
Requirements Group 
Teak Holley, David Wilkinson, 
Brent Tada, Jason Harris, 
Christopher Keilhley, Keith 
Kodama, Don Nichols, 
Tomohtro Shikami, Kenny 
Treontnfilns, Dustin Carter 


Customer Support Leads 

Gary Bolduc - Phone Support 
Michael Hill - E mail Support 

G4A4F IHSTiNCJ 
Lead 

Jonathon Hall 
Console Leads 
Jeffrey Wolf 
Evangeline Marzec 
Benny Phanichkul 

Testers 

Ryon Blasser, Kevin Becker, 
David Roberts, Karen 
Ackerman, Kalis Bridwell, 
Andy Moneri, Marco Devilla, 
Sieve n Malison, Matt 
McDowell, Nathan Slodola, 
Michael Sales, Joey Saucedo, 
Micah Dominguez, Rick 
Brown, Lisa Gerard, Frank 
Webber, Michael Tea, Brady 
Miller, Jaren Belt, John 
Mr Nab, Andrew Weaver, 
Steven Malison 
Trey arch Special Thanks 
Mart Argnud, Peter Beal, Kris 
Giampa, Charles Pinody, 
Stuort Rocb, David Rowe, Sean 
Saury, Jon Zamkoff, Connie, 
Belo and Mario 

High Vo I Tone Software 
Special Thanks 

Ann and Max lane 
Aditie, Pranil £ Anikei Panda, 
Shannon £ Emma Sonlhtponyo 
Activision Special Thanks 
Mike Griffith, Ran Door link, 
Kolhy Vrobeck, Chuck 
Huebner, Robin Kaminsky, 
Michelle Schroder, Ken 
Murphy, Graham Fuchs, 
Robert Berger, Jonathon 
Moses, Doug Pearson, Glenn 
Ege, Ion Stevens, Kekoa Lee- 
Creel, Eric Lee, Sleven Holmes, 
Daniel Hagerty Nathaniel 
McClure, Eoin Bankins, Taylor 
Livingston, Donny Taylor, telly 
Cadena, George Rose, Greg 


Deulsch, Phil Tenia n, Laura 
Hoegler, Alan Bunker, Jeff 
Matsushita, Hank Cho, Brian 
Ward, Mooli Yamuguchi, 
Michael Kurdziel, Dm Riley, 
Brandon Young, Laird 
Malamed, Ben Smedstad, Ross 
Douglas, Matt Karnes, Lari 
Salomon, Matlbew Tullis, 
David Karp, Sumeoi Seam, 
Rex Recka, Sue Norton, Katie 
Barman, Rohm Erwin, John 
Faulkenberry, Jason West, 
Vince Zampella, 

Grant Collier, Louis Morris, 
Jill Barry 

Introduction Cinematic £ 
Other Movies 
Provided by 

Rob Tray, Lisa Riznikave, 
Paige Bharne at The Ant Farm 

Campaign Cinema I it Slock 
Footage Movies Provided fay 

Military Channel 
Narrator Recorded at 

Lillie Erg Room courtesy of 
Jeff Hardy 

Manual Design 

Ignited Minds LLt 

This product contain* software 
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CUSTOMER SUPPORT 


Hole: Plrne do not contact Customer Support for hints/codes/cheuts; 
only technical Issues. 

Internet: htTp://www.aclivisian.connAupporl 

Our support section of the web has the mas! up-to-date information available. We 
update the support pages daily so please check here first far solutions. If you cannot 
find an answer to your Issue, you con submit a question/incident to us using ihe 
online support form. A response may take anywhere from 24-72 hours depending 
on the volume of messages we receive and ihe noture of your problem. 

Note: Internet support Is handled in English only. 

Note: Ihe multiplayer components of Activism game s are handled only through 
Internet support 

Phone: [310] 255-2050 

You can call our 24 hour voice-mail system for answers to our most frequently asked 
questions at the above number. Contact o Customer Support representative ot ihe 
same number belween the hours of 9:00 am and 5:00 pm (Pacific Time!, Monday 
ihrough Friday, except holidays. 

Please do not send any game returns directly to Activision without first contorting 
Customer Support. It is our policy that game relurns/refunds must be dealt 
with by the retailer or online site where you purchased the product. Please see 
the Limited Warranty contained within our Software License Agreement for 
warranty replacements. 

Register your product online ot www.activisiomcom 
so we can enter you in our monthly drawing 
for a fabulous Activision prize. 


